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How we convert 2D animations 
into dynamic 3D shadows 
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Retain 2D art style in shadow 
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Early ideas 
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Early ideas 

• Project 2D plane? 
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Shadow Art 
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Figure 1: A 3D shadow art sculpture that simultaneously casts three distinct shadows. The side columns show the desired shadow image 
provided by the user (left), inconsistencies due to conflicting shadow constraints (middle), and optimized images (gray) that avoid shadow 
conflicts with the outline of the original for comparison (right). 


Abstract 

“To them, I said, the truth would be literally nothing but the shad- 
ows of the images.” - Plato, The Republic 

Shadow art is a unique form of sculptural art where the 2D shad- 
ows cast by a 3D sculpture are essential for the artistic effect. We 
introduce computational tools for the creation of shadow art and 
propose a design process where the user can directly specify the 
desired shadows by providing a set of binary images and corre- 


2D shadows and the fact that many different shapes can cast the 
same shadow are instrumental in the classical hand shadows and 
other forms of storytelling such as ancient Chinese shadow pup- 
petry [Ewart 1998]. 
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auto-rounding and smooth 
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Rounding 
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auto-rounding and smooth 
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Shadow Editor 
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